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Blurring Scurr% Technique Chitinous Centipede Shell

Leqend

Lunars: Fangs at the Gate, p. 298 Lunars: Fangs at the Gate, p. 298
\ O O O O O Z Adds Essence or 3 dice on a movement action. If Add Athletics or Dodge soak against a withering attack,
successful, gain +1 Evasion. If in close range of the or gain that much Hardness against a decisive attack.
Charm Name rushed enemy, any attacks made against him next turn Mastery: This Charm’s duration is one tick.

Book Name / Page Reference add one die on the attack roll.

Short Descriptor.
This does notcontainfﬁ[l ruS;:fxELutintendstoconfer A4 . . O O O N\ -/ ‘ ‘ O O O N

an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.
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Motion of M%riad Legs

. . Lunars: Fangs at the Gate, p. 298

Permanent Essence requirements in dots

Make Essence or 3 decisive attacks vs one enemy,
Permanent Ability requirements in dots dividing initative equally. On damage, onslaught

) o doesn't refresh next turn. Terrestrial: subtracts one from
Terrestrial Tag (Dragon-Blooded restrictions) the total number of attacks made
Mastery Tag (Solar/Sidereal bonuses)
— @00 OO <
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Centipede (tyle Into Centipede Form

Lunars: Fangs af the Gate, p. 299

Centipede style is defined by speed, using swift barrages of i 2| Bvecior. Bee v aitde v cr e ies T
blows to wear down enemies and nimble footwork to onslaught double 10s on damage / reroll 1s on grapple
outmaneuver them. Once a stylist’s many strikes have left her control. No penalties for attack and movement flurry.
opponent reeling, she can grapple him to restrain his move- Enter Form with decisive dmg vs onslaught. See book.
ment, deliver a telling blow to an unguarded weak point, or
unleash this style’s deadly venomes. Its schools are most

prominent in the East, often boasting rivalries with Snake ; . . . . O :

schools or syncretizing the two styles, but it's also commonly
taught in the South and West.
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(Veapo : Aror
03 . () Hundred-Leqg Embrace Tenacious Centipede Technique Venom-Dripping Mandible
» Unarmed ° Ir‘on Boots E Light armor Lunars: Fangs at the Gate, p. 299 Lunars: Fangs at the Gate, p. 299 Lunars: Fangs at the Gate, p. 299
: Esgil:lfwords :;I-zit(i:!)anwsstaff On grapple or being grappled, before control roll. Roll Ignore Athletics points of wound, crippling, or fatigue Decisive attack poisons for 3i/round, Essence or 3
= extra non-Charm die for each 10, foe loses a success for penalties for one tick. Add Athletics/2 dice on withering rounds, and -1 penalty. Foe’s onslaught penalty is
- each 1. May reverse grapple on succesful defense. damage rolls and grapple control rolls if no penalties. added to the poison’s duration. If savaging, trade Str
C [0 (\b . [0 . Terrestrial: cannot reverse grapple. Terrestrial: Cannot ignore Evasion penalties. rounds of grapple control for poison duration.
oMmplymentary Abultites
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Agony-of-One-Hundred-Hells Technique

Lunars: Fangs at the Gate, p. 299

Athletics and Dodge enable this style’s speed and mobility.

On decisive dmg, increase wound penalty by
onslaught. If poisoned, onslaught or wound penalty
rounds of damage are rolled. Grapple control rounds

can increase this further. Once per scene.
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Numberless Blows Technique
Lunars: Fangs at the Cate, p. 300
Increase Motion of Myriad Legs attacks by 1 and add
Essence/2 dice of dmg to each attack. May become
ublockable/undodgeable. Mastery: Charms apply to all
attacks. Terrestrial: Only vs crashed. See book for details.
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Falcon Takes Fli%ht Swift Talon Strike

Lunars: Fangs at the Cate, p. 3 Lunars: Fangs at the Gate, p. 300

Move into close range with enemy and attack, adding
an automatic success on attack roll. Reroll 1s on
damage roll or grapple control. If descending, reroll 2s
too. Mastery: descending success is non-Charm.

Leqgend
Add Martial Arts/2 successes on a jumping/flying

N\ A
O O O O O disengage, rush, or rise from prone, or after attacking,

Charm Name use a reflexive move action as free disengage. Mastery:

Book Name / Page Reference non-Charm successes for moving higher. See book.

Short Descriptor.
This does not contain fz[l rulzssc-l'rcfxsrbutintendstoconfer 4 . . O O O N\ 4 . . O O O N

an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.
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Permanent Essence requirements in dots
q Raptor’s Fatal Descent

Permanent Ability requirements in dots Lunars: Fangs af the Gate, p. 300

Decisive against enemy below or prone. Add Athletics

Terrestrial Tag (Dragon-Blooded restrictions) or Strength attack roll extra successes as dice of
Mastery Tag (Solar/Sidereal bonuses) damage. 10s rgmovg 1 initiate from foe. Leaves user
prone. Mastery: jumping down doesn’t use movement.

Template Created by MadLetter daelkyr@gmx.de ; . . . O O ;
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F Q[C 0J§ Sflﬂe If)f O Falcon Form

Lunars: Fangs af the Gate, p. 301
Falcon style is a high-flying art, its practitioners leaping across Double 9s on grapple control rolls, add Athletics to
the battlefield to deliver powerful strikes or claim elevated control. Can jump 1 range band. Falling damage halved.
vantages from which to deliver the finishing blow. In addition +1 Defense against attacks from below. Can enter Form
to attacks executed in midair, the style makes heavy use of after opposed move or grapple with 5+ successes.
grappling, locking enemies into painful submission holds or
throwing them to the ground before executing punishing
follow-ups. Its techniques are showy and spectacular, and ; . . . ‘ O :
many Falcon stylists draw flocks of bystanders to their fights —
whether they’re wandering folk heroes or ruthlessly dishonora-
ble brutes. Falcon style is most prominent in the South,
although iconic masters have spread it to other directions.
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Grasping Raptor Clutch Hare-Killing Death Dive Rising Talon Kick

(l) er Of) S E mm Of Lunars: Fangs at the Gate, p. 301 Lunars: Fangs at the Gate, p. 301 Lunars: Fangs at the Gate, p. 302
e ol Beais 2 Lightarmor While grappling an enemy, use tu'rn. to take a restrain or Ma!<es.a gra.pple gambit with double 9s on attack roll. Fc?llows up last .round’s attack with bonusgs from
oWl Sl oiedlum ey : drag action and then make a decisive savaging attack, Winning clinch control knocks foe prone, and steals previous attack. With stunt, counts as a surprise attack.
CEEIS Heavy Improv throw, or slam against foe. If this incapacitates him, gain Initiative equal to the number of dice that show Can use Raptor’s Fatal Descent to enhance. Terrestrial:

: three Initiative. doubled successes on the attack roll. damage added to attack maxed at Initiative/2. See book.

— 00 00O < — 00000 < — 00000 <—

Complimentary Abilities

Falcon stylists use Athletics and Dodge for battlefield maneu-

verability. AOOOOO L POOOOO;

Talons Greet Prey Neck-Piercing Hook
Lunars: Fangs at the Gate, p. 301 Lunars: Fangs at the Gate, p. 301
Gain +1 Defense vs close range. On miss, counterattack Throw grappled enemy to short range. Foe rolls Dexteri-
with grapple. 1s on enemy’s attack roll add non-Charm ty + Athletics vs control rounds. On failure, make a
dice on attack roll and grapple control roll. Once per second damage roll. Terrestrial: The second damage roll
turn. Reset on slam or throw in same turn. can't exceed Strength + 10s. See book for details.
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Doom Plummets Down

Lunars: Fangs af the Gate, p. 302
Throw foe, then excecute a decisive attack with added
stunt dice. Can be enhanced. If throw was decisive,
Initiative doesn't reset. Mastery: free rush or disengage.
Terrestrial: only decisive and vs crashed. See book.
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Furioush% Stalling Destiny

Lunars: Fangs af the Gate, p. 303

> O O O O O ‘ Gain +1 Evasion. Next turn, add 1 die of damage (dual),

or +1 success to gambits attack and Initiative rolls.
Stacks on same enemy. Mastery: can use after attack is
rolled. Terrestrial: can stack to Essence max.

Leqgend

Charm Name

Book Name / Page Reference

Short Descriptor.
This does not contain full rules-text, but intends to confer 7 . . O O O < o

an at-a-glance info about this Charms capabilities.
Please refer to the book for full details.
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Deeper-Into-Trouble Technique

Lunars: Fangs af the Gate, p. 303
Double 10s on decisive damage roll. If enemy has

Permanent Essence requirements in dots

Permanent Ability requirements in dots negative Tie towards her, add Intimacy damage dice. A
) o damaged enemy becomes enraged, 1wp on attack but
Terrestrial Tag (Dragon-Blooded restrictions) -3 penalty on attacks against anyone else this scene.

Mastery Tag (Solar/Sidereal bonuses)
—— @00 OO <—

Repurchase/Upgrade available

Template Created by MadLetter daelkyr@gmx.de
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Laughing Monster Form

Lunars: Fangs af the Gate, p. 303
Add Occult dice on counterattack, disarm/distract. If

LaGqgbinq (Mogngster Style Into

dodge makes foe lose initiative, counterattack. Terres-
The fae warrior-saints of the Court of Flayed Sinners distilled trial: counterattacks cost 2i. Enter Form when forcing
Laughing Monster style from the digested dreams of countless enemy to Join Battle or dodging (as above). See book.
thieves, scavenger princes, and oathbreakers drawn by rumors
of the unimaginable treasures they guarded. This reign of false
virtue was ended by the shaman Juven Fifth-Summer, who ; . . . . O :
tore off the face of the court’s prince and coaxed the style’s
secrets from his ragged lips, using them to set the raksha
against each other until none remained.

Laughing Monster style epitomizes impetuosity and wicked P O O O O O Z N\ O O O O O A N\ O O O O O A

humor, employing misdirection and confusion to humiliate L. . X .
rivals with inordinate glee. Its stylists practice erratic breathing Inauspmlous Moment for Attack Thieves Fall Out Umtarg Bemg Forge
exercises, rolling dance-steps, and ego-destroying meditations Lunars: Fangs at the Gate, p. 304 Lunars: Fangs at the Gate, p. 304 Lunars: Fangs at the Gate, p. 305

to fully understand its secrets. It has spread to numerous dojos, Clash with distract gambit, adding attack roll extra Split decisive damage roll between 2 foes. On hit, each On decisive attack, can reroll Intimacy failed dice on
secret societies, and criminal syndicates. It's regarded as a style successes to Initiative roll, allowing a decisive attack. suffer -1 Defense and 1 Initiative is stolen each round damage roll. If foe takes more than Resolve damage,
of thieves, revolutionaries, madmen, and all manner of Extra bonuses with Unitary Being Forge. Terrestrial: while they are in close range of eachother. Effective summon an imp that weakens Intimacies. Destroying
trickster-heroes, as unpredictable as any devil born of the counts as attack fo the round. See book for details. against Battle Groups too, see book for details. the imp affects Intimacy level. See book for details.
Wyld.
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ArMor
No armor — 00000 “—0 6— O0O000 +—6 66— O0000 4Y—

Veapons

+ Unarmed « Whip
rWarfan - Staff Subtle Hammer Friendship-Dissolving Venom Shuffling the Pieces
Lunars: Fangs at the Gate, p. 304 Lunars: Fangs at the Gate, p. 304 Lunars: Fangs at the Gate, p. 305
After distract/disarm, make a reflexive decisive attack, On dodge, redirect attack to a nearby foe with your Manifest imp from Unitary Being Forge into your
d L damage equal to extra successes on gambit Initiative bonuses. If hit, Intimacy damage. Mastery: can use weapon, rerolling dice and implanting the Intimacy

C O mpltm thQfY (\btltttes roll. Killing foe refunds gambit Initiaive cost. Mastery: Supplementary Style Charms to enhance. Terrestrial: into another character. Terrestrial: foe only gain Minor

Form’s bonus dice added to attack. Once per scene. can only redirect to crashed. See book for details. Intimacy. See book for details on this complex charm.

Laughing Monster’s evasive footwork relies on Dodge, while

Presence or Socialize are useful for its trickery. Its students — . . . . . < — . . . . O ~ — . . . . . ~

value Occult, for they delve into obscure, worrisome practices.

— 00000 4

Dancing Wind-Monster Transformation
Lunars: Fangs at the Gate, p. 305
Enhance Form, giving benefits to allies and can use
Reflexive and Supplemental Style Charms. Become
dematerialized. Terrestrial: still vulnerable to material-
ized foes, but with +2 Evasion. See book for details.
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Charm Name

Book Name / Page Reference

Short Descriptor.
This does not contain full rules-text, but intends to confer
an at-a-glance info about this Charms capabilities.

Please refer to the book for full details.

—— 00000 <—

Permanent Essence requirements in dots
Permanent Ability requirements in dots
Terrestrial Tag (Dragon-Blooded restrictions)

Mastery Tag (Solar/Sidereal bonuses)
Repurchase/Upgrade available

Template Created by MadLetter daelkyr@gmx.de
lite 3t dim3tapp@gmail.cor

fwaying Dance Grags Style Info

This style’s strikes and motions resemble dancing more than a
martial art, hearkening back to its origins in slave uprisings.
Disguising their training as dances and religious celebrations,
the legendary Swaying Grass Dancers of old honed their art to
overthrow their captors.

The style is swift and unpredictable, employing feints and
misdirection to force enemies off their rhythm. Dance-like
footwork is key, used to maneuver around foes, evade attacks,
and set up devastating kicks. Some dancers embrace the style
purely as a fighting art, while others honor its history by
covertly spreading it to slaves and the oppressed, fomenting
rebellions and upheaval.

Jubilant Battle Proposition
Lunars: Fangs at the Gate, p. 306
Add Performance/2 dice on Join Battle roll, treat as
inspire roll. If feet are concealed, use Performance
instead. Inspired foes take a surprise attack. Mastery:
surpise attack is ambush if inspired foe is unaware.

— 00000 “—9
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Reed-Breaking Banda

Lunars: Fangs at the Gate, p. 306

Dealing 5+ withering or 1+ decisive damage rolls Dex +

Athletics vs Strength or goes prone, or no penalties on

smash. Steal intiative from disengage/rise from prone.
Mastery: footwork stunt for additional penalties.

ArMor

No armor

MUeapons

- Unarmed - Iron Boots
- Batons « Knives

66— 00000 4

Complimentary Abilities

Performance is central to Swaying Grass Dance, while Dodge is
used to outmaneuver foes.

—— 00000 <
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Sweeping Meadow Awareness Practice
Lunars: Fangs at the Gate, p. 306
Halve onslaught/surprise penalties to Evasion. Dodging
reduces Initiative cost of Style Charms, disengages, and
gambits until next turn max Essence/2. Can remove
Perilous tag. Terrestrial: Performance instead of Essence.

—— 00000 <O

—— 00000 Y—

Swaying Grass Dance Form
Lunars: Fangs af the Gate, p. 307
Gain +1 Evasion, ignore prone penalties. Double 10s on
unexpected decisive attacks and vs prone, use Perfor-
mance instead of Stealth and Athletics for movement.
Enter Form after beating Resolve with Performance.

7 00000 <

Rolling-with-the-Wind Method

Lunars: Fangs at the Gate, p. 307
Before damage is rolled, reflexively disengage. Post-soak

damage is halved, or decisive attacks get -(extra
successes), max Performance. Terrestrial: can't reduce
damage by more than extra successes. See book.
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Inescapable Tumbleweed Pursuit

Lunars: Fangs at the Gate, p. 307
Move a range band towards a foe during rush. Can use

¢— 00000 FY—

from concealment without require a new Stealth roll.
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Serenading the Reed
Lunars: Fangs at the Gate, p. 307
Add stats to Evasion and set foe’s initiative to base on
dodge, or clash with a decisive attack with bonuses.
Mastery: can clash ambushes. Terrestrial: clash counts as
attack for the round. See book for details.
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Teeth-in-the-Grass Strike

Lunars: Fangs af the Gate, p. 307
Add Performance to decisive attack. If Resolve is beaten,
it is a surprise attack, or ambush enhancing distract
gambit. Mastery: unexpected attacks gain Perfor-
mance/2 damage dice. Once per scene. See book.
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Whirling Rhythm Revolution

Lunars: Fangs at the Cate, p. 307
After disengage or Performance, make free reflexive
decisive attack. Discount total mote cost by cost of
enhancing the original action. Terrestrial: no mote
discount and attack counts towards round’s attack.

— 00000 <
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Grass-Reaping Posture

Lunars: Fangs at the Gate, p. 307
In Swaying Grass Dance Form, use Whirling Rhythm

Revolution when an enemy within close range attempts
to rise from prone or fails to disengage.
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